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Hletum

In Tiletum, you and your fellow players take on the roles of rich merchants tra
throughout Europe, from the city of Tiletum (modern-day Tielt, Belgium) to V¢
the days of early Renaissance.

You will travel to various cities to acquire trade contracts for wool and iron an(
WUDGH KRXVHYV <RX PXVW FROOHFW WKH UHT

construction of monumental cathedrals, gain the favor of noble families, and
Important fairs, where your main business occurs. You will also use the servig
people who will be welcomed into your houses. You will thus gain prestige th

the most famous merchant of the early Renaissance.

Tiletum is a dice management game, where dice have a dual function: gainin
performing actions. A certain number of dice are rolled each round. On your
a die gaining resources equal to the value and color of the die and perform t
action. The power of the action is inversely proportional to the value of the d
fewer resources you gain, the more powerful your actions will be, and vice ve

LIVING RULES PLEDGE Missing or damaged components

We pledge to support every game well after its initial release. Despite rigorou\ithough we take a lot of care to make sure that your game is complete,
play testing and multiple rounds of both internal and external proof reading manufacturing mistakes can still leave you with a missing or damaged
and editing, occasionally the need for rules corrections or minor game play component. If that happens, please contact us to receive replacements
adjustments are discovered only several months or years after the game wasswiftly, and with our sincere apologies.

manufactured. We promise to produce timely rules updates as necessary, along

ZLWK H[SDQGHG )$4 FODULAFDWLRQV LI QHHGKB@&todey @p@MEOH IRU GRZQORDG IURP RXU
website in digital PDF format. https://boardanddice.com/customer-support/




%HIRUH \RXU AUVW JDPH RI Tiletum, carefully punch out all cardboard componen
Solo components are listed in a separate Solo Mode booklet.

1 Game board

20 Resource dice
4 Player boards (4 in each of 5 colors)

1 Compass Rose marker 1 Dice bag

GAME COMPONENTS




1 Action Wheel

8 Town tiles

25 Cathedral tiles

54 Bonus tiles

RS vemte %

6 Action tiles

11 Fair tiles

9 Construction Cost tiles

26 Contract tiles

GAME COMPONENTS

20 Action Point counters

4 Fair Order tiles

6 Corruption tokens

45 Character tiles
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1 “+100/+200” Victory Point marker per player 5 Bonus Action Points markers per player
8 Houses per player 7 Pillars per player
1 Merchant per player 1 Architect per player 3 generic markers per player

(Scoring marker, King Track
marker, and Turn Order marker)

Resource tokens in denominations of 1 and 5: Gold, Food, Wool, Stone, and Iron

The Resources are meant to be unlimited. In the unlikely situation that a Resource runs out,
use any substitute (like beads or buttons).

GAME COMPONENTS
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There are many ways in which players can gain or For additional variety, especially once the players

lose Victory Points during the game. These points DUH PRUH IDPLOLDU ZLWK WKH J
are tracked on the Score track surrounding the the six Action tiles and place one at random on
game board. Below you can see an example of each space around the Action Wheel.

Victory Point iction: A
ictory Points depictio )RU \RXU AUVW JDPH KRZHYHU W

used and can be returned to the box.

4. Separate all Bonus tiles, Contract tiles, and Character
tiles by type, according to the number of players. If
playing with 3 players, remove all tiles marked with a

Within this rulebook, Victory Points may be “4”. If playing with 2 players, remove tiles marked

shortened to just “VP” in writing. with “3+” or “4”.

Gain 1 Victory Point.  Lose 1 Victory Point.

1. Place the game board in the middle of the table. The
right-hand part of the board consists of a map of
Europe and will be referred to in the rules simply as
“the map”.

2. Set out the Resource tokens (Gold, Food, Wool,
Stone, and Iron) and Action Point counters within
reach of all players, forming a general supply.

3. Place the Action Wheel on its dedicated space in the
top-left corner of the game board. The Action
Wheel can be rotated in any direction, as long as each
numbered segment aligns with a single Action.

5. 6KXIAH WKH %RQXV WLOHV DQG ¢
down pile next to the game board. Randomly place
Bonus tiles face up in the following areas:

* 6 Bonus Tiles onto the Action tiles,

The Action Wheel aligned so that each numbered Bonus tiles on the Action tiles. Note that some
segment aligns with a single Action. Bonus tiles may show Contracts or Crests.

6 GAME SETUP
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e 1 Bonus tile in the space next to the King Track, 7.

A Bonus tile is added to the space next to
the King Track.

* The required number of Bonus tiles on the map.

If playing with 3 players, do not place Bonus tiles 8.

on any spaces marked with a “4”. If playing with 2
players, do not place Bonus tiles on any spaces
marked with a “3+” or “4”.

Add 1 Bonus tile to each space on the map. Leave
appropriately marked spaces empty when playing
with fewer than 3 or 4 players.

6. 6KXIAH WKH &RQWUDFW WLOHVY DQG SODFH WKHP LQ D IDFH

down pile next to the game board. Draw 5 Contract
tiles and place them face up on their dedicated
spaces on the game board. These face-up Contract
tiles will be referred to as “the (Contract) offer”.

2

GAME SETUP

6KXIAH WKH &KDUDFWHU WLOH
down pile next to the game board. Draw 5 Characte
tiles, and place them face up on their dedicated
spaces on the game board. These face-up Charact
tiles will be referred to as “the (Character) offer”.

6KXIAH WKH &RQVWUXFWLRQ &
random under each Cathedral spot. Group the
Cathedral tiles by type, and within each group, so
the Cathedral tiles from the lowest Victory Points
value on the bottom to the highest at the top. Place
each group of Cathedral tiles on its dedicated spac
on the game board. |

The Cathedral in the Town containing this
“Unavailable Cathedral” tile will not be built during
this game. Return the corresponding Cathedral
tiles to the game box.

6KXIAH DQG UDQGRPO\ SODFH 7§
AOOLQJ WKH FRUUHVSRQGLQJ V



10.

11.

12.

13

(next to the printed “Tiletum” Town tile. Return unused
Town tiles and Fair tiles to the game box.

RQ WKH 7XUQ 2UGHU WUDFN W]
determined in the previous point,

Place Fair Order tiles in the cities where the Fairs will
take place.

e 1 Merchant and 1 Architect, placing them both
next to the Tiletum town space on the map,

6KXIAH WKH &RUUXSWLRQ WRNHQV DQG SXW WKHP IDFH
down in a stack next to the Turn track. Take 3 at

random, and place each one, still face dawmnits

dedicated space on the Turn track. They will be

revealed one per turn.

e 8 Houses, placing 5 of them on the roof spaces
on their Player board, 1 in Tiletum, and 2 next to
their Player board as part of their supply,

e 3LOODUV SODFLQJ RI WKHP
spaces on their Player board from left to right and 2
next to their Player board as part of their supply,

R » 5 Bonus Action Point markers, placing them next
'"HWHUPLQH WKH AUVW SOD\HU (DiR:fp plalbrbbardV KHP  WKH

Compass Rose marker. The next player in clockwise| 4. Each player takes 1 Iron, 1 Wool, 1 Stone, and 1
order around the table becomes the second player, JRRG 7KH AUVW SOD\HU WDNHYV

and so on. _ takes 3 Gold, the third player (in games with at least
Each player chooses a color and takes in that color: 3 players) takes 5 Gold, and the fourth player (in
1 Player board, games with 4 players) takes 6 Gold.
» 3 markers, placing them:
- on the Scoring track on the value “10” spot; 15t 2nd

3rd 4th

15. Put 1 die of each color per player in the bag. In
4-player games, there will be 20 dice in the bag (4 per
- on the King track on the “0 VP” position, stacked color). In 3-player games, there will be 15 dice (3 per
ZLWK WKH AUVW SOD\HU-V PDUNH erledMvin {aeopg. IR ywiayer gamep, (iekeryvill be 10

VWDFN DQG WKH ODVW SOD\HU-Vv gigeinhebag Retwineny ypgsed dice to the game
box as they will not be needed this game.

GAME SETUP
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* Roof spaces * House bonuses

Contract spaces

*%

Character rooms &
% Storehouse

Die spaces

Crest bonuses

Player board layout

Example of game setup for 4 players

GAME SETUP
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The aim of the game is to score the most Victory Points.

Mark your Victory Points on the Scoring track. Your

marker on the Scoring track may never go below “0.”

If you have more than 100 Victory Points, take a “+100

VP” marker. If you have more than 200 Victory Points,

ALS WKDW PDUNHU WR WKH ~ 93u VLGH

The game is played over four rounds. Each round is Step 1
GLYLGHG LQWR WKH IROORZLQJ AYH SKRV KW WEKBW PX VY WHEH O Y UWkE

out in this order: Corruption token and moves the markers of all players
on the King track according to the number on the token.

1. Preparation phase

2. Action phase Corruption tokens have values of 0, 1, or 2;
3. King phase therefore, when resolved, all player markers move
4. Fair phase left or stay put.

5. Cleanup phase

If the “0” value token is revealed, all player markers

remain in their current positions.
Take from the bag 8/11/14 dice for games with 2/3/4

players; roll all the dice, and place them around the Action |f a “1” or “2” value token is revealed, all player

Wheel according to their value. markers move left 1 or 2 spaces (respectively). A
marker may not be moved beyond the leftmost
(lowest) position of the King track. In this case,
simply ignore any extra movement.

When moving markers, always start with the ones
that are on the leftmost (lowest) spaces. When
moving multiple markers occupying the same
space on the King track, make sure not to change

All dice of the same value, regardless of their their order in the stack.
color, are placed in the designated section on the
Action Wheel.

10 PLAYING THE GAME
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Example: During Step 1 of the Action Phase, a “2 Corruption”
token is revealed.

Bonus tiles can be gained from various locations
around the board during different parts of your
turn. Taking a Bonus tile is always optional.

Some Bonus tiles may show Contracts or Crests.
Such Bonus tiles may be interchangeably referred
to as Contract tiles or Crest tiles in these rules.

The orange and blue markers move (without changing their order
in the stack) to the “-1 VP” position. The green marker moves to
the “-10 VP” position and stops, as it may not move any further.

Step 2
: . _ 6HYHUDO GLIIHUHQW W\SHV RI
Proceeding according to the order dictated by the Turn  gi5rehouse when taken from the game board. |

Order track, each player takes one turn. On your turn,  Regardless of the type of tile taken (Bonus,

perform the following steps, in order: Character, or Contract tile), all of the following
. . rules apply:
1. Take 1 die from the ACt'C_m Wheel, i * You must have at least one empty space in the
2. Take the Resources provided by the die, then Storehouse on your Player board.
3. Perform the associated type of Action. « Once taken, the tile cannot be discarded.

Choose one of the available dice from the game board.

Immediately before taking a die, you spand 2

Gold to add or subtract 1 to the value of your
chosen die (this can be done multiple times). The
value of the die is permanently changed, affecting

number of Resources provided and the type of  gxample: Blue takes a die from the game board and mg

Action associated with the die. A value of 6 can  he |eftmost empty die space on their Player board.
be changed into a value of 1 (and vice versa) by

spending 2 Gold.

Place the selected die on the leftmost empty die space

on your Player board. If the associated Action still

has a Bonus tile, you may take it and place it in your

Storehouse (on your Player board). Taking a Bonus

tile is not mandatory: you may choose not to take it,

even if you have enough space in your Storehouse.

Once taken, a Bonus tile cannot be discarded.Since the associated Action still has a Bonus tile, Blue al

and places it in their Storehouse.

PLAYING THE GAME 11
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Take a number of Resources from the supply matching

the color and number of your chosen die. You lose points if your marker is in the lower
(red) part of the track, or gain points if it is in the
higher (blue) part. If your marker is in the starting
space of the track (no color), you neither lose nor
gain any Victory Points.

Blue dice produce Iron. Pink dice produce Food.
Yellow dice produce Gold. Light gray dice produce
Wool. Dark gray dice produce Stone.

_ _ _ Example: Blue receives 3 Victory Points. Neither Orange
Example: After taking the pink die of value 2, the playgfple receive any Victory Points (but also do not lose any
receives 2 Food. Points), and Green loses 2 Victory Points. The Bonus tile fi

space next to the King track is awarded to the Blue player.
Finally, perform the Action associated with the space you

took the die from. All the different Actions are described
in detail on page 14. Step 2

Adjust the markers on the Turn Order track: the player
After each player has taken a turn, go back to Step 1 ofzKR LV KLIKHVW RQ WKH .LQJ WUDF
the Action phase and repeat the process two more timeshe second-highest becomes the second player, and so
Once all players have taken three turns (during whichon. If multiple players share the same spot on the King
they choose a die, gain Resources, and perform thgrack, the tie is broken in favor of the player with the

associated Action), the Action phase ends and the gamg& RWWRPPRVW PDUNHU DV WKH\ ZH
proceeds to the King phase.

Step 1 Example: When the new Turn Order is established, Orange
EH AUVW %OXH VHFRQG DQG *UHH

The player whose marker is highest on the King track
takes (or discards) the Bonus tile next to the track. If Any player markers in the lower (red) part of the King
there is no Bonus tile available (during the last round)ack are moved up to 0, preserving their respective
that player scores 4 Victory Points. If multiple players grqer. (Atack the markers from left to right so that the
are tied for the highest position on the King track, the nyreviously lowest placed marker will be at the top of the
tie is broken in favor of the player with the bottommost gtack on the “0 VP” space.) Markers in the higher (blue)

marker. Then, all players score points as indicated byart should not be moved, but rather left where they are.
their position on the King track.

12 PLAYING THE GAME
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During this phase, players will have a chance to score

Victory Points for their achievements.
Example: During the 3rd round of the game, the Fai

2 place in Verona. The amount of Victory Points awarde
Fair towns SUHSULQWHG RQ WKH ERDUG SO

A total of four Fairs will be held during the game, as Contract. The Blue player will participate in the Fair scg
indicated by the Town tiles placed during setup. The Faitheir Merchant is present in Verona.

Order tokens which were placed during setup act as a

reminder of the order in which the Fairs will take place,

RQH DW WKH HQG RI HDFK JDPH URXQG 7KH AUVW IDLU DOZD\V
takes place in Tiletum (its Town tile is printed on the

board). The Fair tile below the Town tile describes the

scoring criteria for the round and the number of Victory

Points that can be gained during the Fair scoring. R
:LWK IXOAOOHG &RQWUDFWYV RQ

Fair sSco ri ng total of 18 Victory Points.

To participate in the Fair scoring, you must either:
* have a House in that Town, or
e have your Merchant present in that Town at the time
of the Fair phase.

o 6NLS WKLV SKDVH LQ WKH AQDO
House spots on the map are limited. In most

Towns, only one or two players can have a House. Do the following, in order: ]
In preparation for a Fair, you can either place your 1. For each Action around the Action Wheel,

House in that Town, or you can plan the path of replenish any Bonus tiles that were claimed.
your Merchant in such a way that it ends up in the (Leave unclaimed tiles in place.) Replenish the
Fair Town at the end of your Action phase. Bonus tile on the King track.

2. 6K X lal iCorruption tokens, randomly select
The Fair scoring reward is a combination of information 3, and place them face down on their dedicated
preprinted on the game board and information provided  spaces on the game board.
by the Fair tile. Look at the Fair tile for the current round.
To its left is a Victory Point value. Add this number tothe  Bonus tiles on the map aver replenished.
value printed on the Fair tile itself. This sum represents
the total number of Victory Points (board+tile) you will 3 Raturn all dice to the bag.

receive, multiplied by the number of times you meet4 Rotate the Action Wheel one step clockwise
condition depicted on the Fair tile itself. 5. Start a new game round, beginning with the
$IWHU VFRULQJ ALS WKH )DLU WL O Hrépdfatios phase.

At the conclusion of the Fair phase of the 4th
round, the game has come to an end. Proceed to
End of the Game and Final Scoring on page 22.

PLAYING THE GAME 13
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When performing an Action, you receive a number of : c
Action Points depending on the value of the die used to ArCh itect Action

take it. The number of Action Points received is printed
on the Action Wheel next to the depiction of the die.

When performing the Architect Action, the following
options are available:

e 1 AP: Move your Architect on the map, from one
spot to an adjacent one.
1 AP: Add a Pillar from your personal supply to a

Cathedral. Your Architect must be located in a Town
with at least one empty Pillar space and you may not
already have a Pillar at that Cathedral.

e 1 AP: Take one Bonus tile from the Town where your
Architect is located, if one is available, and place it in

Action Point values are printed on the Action your Storehouse.

Wheel. This value is always is equal to 7 minus

the value of the corresponding die. Therefore, the

more Action Points you get, the fewer Resources

you receive, so there is always a balance between

the strength of an Action and the amount of

Resources you gain.

Example: Blue takes a value-3 die from the Architect Acti

Action Point counters are provided to aid in Tile. This gives them 4 Action Points.

keeping track of how many Action Points you
received versus how many you have already spent or
have remaining. When choosing a die, simply take
a number of Action Point counters equal to the
number of Action Points you receive for the turn.

Most Actions provide multiple options which may be
chosen any number of times, in any order, spending the
corresponding Action Points each time.

For the sake of brevity, the words "Action Points” may - | wk WKHLU AUVW $FWLR Q 3RLQW
be shortened to “AP” below. Frankfurt to Nurnberg.

14 ACTIONS IN DETAIL
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* 1 AP: Move your Merchant on the map, from one
spot to an adjacent one.

e 1 AP: Add a House from your personal supply to
a Town. Your Merchant must be located in a Town
with at least one empty House space and you ma
not already have a House in that Town. If the House
space contains a Building Bonus, receive it now. (S6
the Appendix for more details.)

» 1 AP: Take one Bonus tile from the Town where yo

1l}%«-:;ﬁChant is located, if one is available, and place it

With their second Action Point, Blue takes the Bonus tile
O{He%torehouse

Nurnberg (and places it in an empty Storehouse space ofh
Player board).

Example: Blue takes a value-4 die from the Merchant
tile. This gives them 3 Action Points.

With their third Action Point, Blue moves their Architect to
Prague.

%OXH VSHQGV WKHLU AUVW DQG
to Genova.

'LWK WKHLU AQDO $FWLRQ 3RLQW %OXH SODFHV D 3LOODU LQ 3UD

Merchant Action

Since the blue Merchant is now in Genova and there is
+RXVH VSDFH WKHUH %OXH VSHQ
place a Houses there.

When performing the Merchant Action, the following
options are available:

ACTIONS IN DETAIL 15
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Character Action * $V VRRQ DV D %XLOGLQJ KDV DC

Character tiles, take the House from the roof space
of that Building and add it to your personal supply.
That House is now available for you to use when
performing Merchant Actions.

When performing the Character Action, the following
options are available:

e 1 AP: Take a Character tile from the Character offer _ |
and place it in your Storehouse, then replenish theExample: Blue takes a value-2 die from the Character Act

offer immediately. This gives them 5 Action Points.

e 1 AP: Discard all Character tiles from the Character
offer, then replenish the offer immediately. Discarded
Character tiles are mixed, face down, back into the
pile of Character tiles.
e 1/2/3 AP: Move a Character tile from your
6WRUHKRXVH WR D 5RRP RQ ARRU RQ \RXU 30D\HU
board.

%OXH VSHQGV WKHLU AUVW $FWLR
the game board, adding it to their Storehouse. The vacatec
WKH JDPH ERDUG LV LPPHGLDWHO\

7KH FRVW LQ $FWLRQ 3RLQWV LV HTXDO WR WKH ARRU RI
the Room.

On your Player board, there are six Buildings, eachslue spends their second Action P_oint to take another Cf
with one, two, or three Rooms. The rightmost Building tile from the game board. Once again, the vacated space o
is already occupied. The following rules govern the ERDUG LV LPPHGLDWHO\ UHAOOHG
placement of Character tiles in the Rooms:

e You cannot have two different Buildings with the
same Character (same illustration). In other words, as
soon as a Character is placed in a Building, matching
Character tiles must be placed in the same Building.

e As soon as a Character tile is placed in a Room, you
immediately earn the Character bonus (printed in the
top left corner of the tile).

16 ACTIONS IN DETAIL
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Then, Blue spends 2 Action Points to place one of their Characters

LQWR D 5RRP RQ ARRU DQG PRUH $FWLRQ 3RLQW WHKR SODFH DQEF
&KDUDFWHU RQ ARRU RI WKH VDPH %XLOGLQJ 7KLV LV DOORZHG
ERWK &KDUDFWHUVY DUH WKH VDPH %OXH UHFHLYHV WKH SULQWH G

WKH SODFHG WLOHV *ROG DQG ‘RRO IRU WKH AUVW &KDUDFWH
Wool for the second Character.

First, Blue spends 1 Action Point to exchange 1 Food fg
Since they exchanged something this turn, they also re
Resource. Blue chooses 1 Iron.

6LQFH DOO ARRUV Rl WKLV %XLOGLQJ DUH QRZ RFFXSLHG %OXH LF
moves the Building’s House to their supply at the side of their
Player board.

Contract Action

Then, Blue spends 2 Action Points to take the Contract
the outlined space.

When performing the Contract Action, the following
options are available:

e ? AP: Take a Contract tile from the offer, spending
the number of Action Points indicated below its

space in the offer, and place it in your Storehouse.Finally, Blue spends 3 Action Points to take the Contract
(Do not replenish the offer.) this other outlined space.

e 1 AP: Exchange one of your Resources for a different
Resource7 KH AUVW WLPH you do this dufMdghgogid of your turn, shift all Contract tiles in the
turn, receive one bonus Resource of your choice. RITHU WR WKH ULJKW XQWLO DO

replenish the offer.

Example: Blue takes a value-1 die from the Contract Action.
This gives them 6 Action Points.

ACTIONS IN DETAIL 17
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King Action Joker Action

When performing the King Action, for each Action & KRRVH RQH RI WKH RWKHU AYH ¢
Point you have, advance your marker one step orfction Points on the options available for that Action.

the King track. If you end up on a step already

occupied by other player markers, place yours on i action Points must be used to perform the

top. Your marker on this track can never go above ggme Action. You cannot split them between

the “+15 VP" position. multiple Actions.

Example: Blue takes a value-4 die from the King Action. This
gives them 3 Action Points.

The blue marker moves up 3 spaces on the King track. Since there
is a marker already where Blue ends their move, the blue marker is
placed on top of the orange and purple markers.

18 ACTIONS IN DETAIL




At any time during your turn (before, after, or between

spending Action Points), you can pause to complete « Move your Merchant to any space on the map.
tasks. Unlike Actions, most Tasks will require you to « Move your Architect to any space on the map.
spend Resources. » Gain any 2 Resources.

These are all possible Tasks:

RS v %

» Gain 5 Victory Points.

SRS Ei s oncRothe RS0 CeNSIHETN Contribute to the building of any Cathedral where
Wool, Metal, or Food).

)XOAOO D &RQWUDFW LQ \RXU 6W%?j’£'l?ﬁo9( Vegg“g%?&&gg%i@; oy

[ 1 . one, as depi ost tile
flfgrsr‘o%ﬁiss(:ggﬁf:sgrl;htigIféﬂ'\g]og;tgseiogg;?;g[[e fgr that Cathedral, and tak_e the topmost C‘athedra
spage onyour Player board, Take the Pillar from that tile. Score the number of Victory Points depicted on

: : ' both the Construction Cost tile and the Cathedral |
space (if any) and add it to your personal supply. That tile
Pillar is now available for you to use when performing i
Architect Actions. Score any Victory Points indicated
on the Contract tile itself as well as on the space you You may only contribute to the building of a
FRYHU B5HFHLYH DQ\ DGGLWLRQDOS #RHAFAKBWEHSIVDPHRQR G
the Contract tile.
Spend Food to move a Crest tile from your Storehouse
to a dedicated empty space below a Building on your
Player board. Each Crest space has a different Food
cost. Each such space also has a bonus that is awarded
immediately after covering it with a Crest.

* Use the Helper Ability from a Bonus tile in your
Storehouse. After resolving the Helper Ability, the
tile is removed from the game.

Bonuses for placing a Crest are (from left to right):
* Place a House from your supply onto any
Town on the map. There must be an available
House space in the chosen Town, and you
cannot place the House in a Town that already
has one of your Houses.
e Place a Pillar from your supply onto any
Cathedral on the map. There must be an
available Pillar space at the chosen Cathedral,
and you cannot place the Pillar at a Cathedral
that already has one of your Pillars.



a8y et %

Helpers

Helpers are light beige and can only be found among the
Bonus tiles. While in your Storehouse, a Helper can be
used for its ability at any time during your turn and is
afterwards removed from the game. They may provide
. . . Resources, Victory Points, extra Action Points, etc. (See
Whenever you gain a tile of any kind from the

JDPH ERDUG PDS WUDFNV HwPEAPPSIOaRNvRe 958%) Lowr

your Storehouse. If your Storehouse is full, you
cannot take a tile. Therefore, before being in the
situation to gain a tile while your Storehouse is
full, consider performing Actions or tasks which

would allow you to remove some tiles from your

Storehouse.

$V VRRQ DV D %XLOGLQJ KDV DO
Character tileend it has a Crest tile placed in its dedicated
Crests space (thereby becoming a Completed Building), the

C g Th o diff fAction associated with that Character type immediately
(€515, eI oL NSNS A e types "hecomes stronger for you (including the current Action,
Crests (representing major noble families). Crest tiles arg applicable)

placed in their dedicated spaces below the Buildings on
your Player board (after passing through your Storehouse).
Crests are found on Contract tiles as well as Bonus tiles.

You may never have multiple Crests of the same
type anywhere on your Player board.

See “Crest placement bonuses” on page 30.

The Action associated with the Character type
Contracts is indicated in the bottom-right corner of a

Contract tiles are blue. Resources depicted on them Character tile.
represent the requirement of the Contract, while the

OLFWRU| 3RLQWY UHZDUG DQG RWIC gy, EHRHANNP Bl Tk WerlBicBkdl

the t;ottgm of the #Ie. ';;IOSt Chontract tléesfare gvallable Bonus Action Points marker, and place it onto the
LY (O G A IS e S TRy il matching Action on the outside of the Action Wheel.

the Bonus tiles. From this point onward, you have a bonus of 1/2/3
Action Points (for a Building with 1/2/3 Rooms) every

When you take a Contract tile, keep it in your time you select that Action.

Storehouse until you have enough of its required

5HVRXUFHV DQG GHFLGH WR IXOAOO LW ,I WKHUH DUH QR
more open Contract spaces on your Player board to

accommodate new Contracts, you may not take

anymore Contracts.

20 TASKS
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This bonus also applies when you perform the
matching Action using the Joker Action. This
bonus only applies to Action Points received when
choosing a die and not to any Actions provided by
a Helper or other game effect.

i _ Completing the rightmost Building on your Player
Example: Blue spends three Action Points to place a Charggtery qoegot provide any Action bonuses.
ARRU

IURP WKHLU 6WRUHKRXVH LOQWR D 5RRP RQ

$IWHU UHFHLHYLQJ WKH FRUUHVSRQGLQJ EHQHAW IURP WKH SODF
Blue spends 6 Food to move a Crest from their Storehouse to the
empty spot below the same Building.

$IWHU UHFHLYLQJ WKH FRUUHVSRQGLQJ EHQHAW IURP SODFLQJ W
Blue’s Building becomes a Completed Building. Immediately Blue

takes the corresponding Bonus Action Point marker and places it

into the matching section (King Action) of the Action Wheel.

From now on, Blue has a bonus of 3 Action Points when taking
a King Action.
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At the conclusion of the 4th game round, perform Final 1. Multiply the number of Houses you have on the map
Scoring as follows: by the number of Pillars you have on the map and
gain that many Victory Points.
2. Countthe number of Completed Buildings you have,
meaning those containing both a Crest and all (1, 2,
RU 5RRPV AOOHG ZLWK &KDUDF
of them, gain 0/0/5/10/20/30 Victory Points.
3. For every 4 Resources left in your personal supply,
gain 1 Victory Point.

The player with the most points is the winner. In case of
D WLH WKH WLHG SOD\HU WKDW LV

Example: % OXH LV FRXQWLQJ WKHLU A8QB® addiasHron, 5 Gold, and 1 Wool, which scores
1. Therare 5 blue Pillars and 5 blue Houses on the game boaRg@ther 2 Victory Points.

so Blue scores 25 Victory Points. The total number of Victory Points gained at game end
2. Blue has 4 Completed Buildings (see above), which sades toeany Victory Points scored during the game) is 25+
10 Victory Points. 37 Victory Points.

22 END OF THE GAME AND FINAL SCORING
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Take an Action of your choice with 1 Action Point.

Take a Merchant Action with 2/3 Action Points.

Take a Character Action with 2/3 Action Points.

Take a Contract Action with 2/3 Action Points.

Take an Architect Action with 2/3 Action Points.

Take a King Action with 2/3 Action Points.

Add 1/2/3 Action Points to your current Action. These can only
be applied to the Action associated with your chosen die and not
to any Actions provided by another Helper or other game effects.

Use when choosing a die. Choose one type of Resourc
Take Resources of thgpe instead of the type that matche
the color of your chosen die.

V(D
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Gain the depicted number of Gold and/or Victory Points.

Gain any2/3 Resources.
(Each resource may be different.)

Gain 1 Iron, 1 Wool, 1 Stone, and 1 Food.

Select a Building on your Player board. You gain the bonuse
all Characters in that Building.

s from

Icons in the right bottom corner of Character tiles are
a reminder of which Action (Contract, Character, Archited
Merchant, or King) you will have bonus Action Points for afte
fully complete the Building containing this type of Charact

~—+

I you
er.

Take a Contract Action with 1/2 Action Points.
Gain 1 Resource of your choice.

Take a Contract Action with 3 Action Points.

Gain 2 Wool.

Gain 1/2 Iron.

24
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Gain 1 Gold and 1 Iron / 1 Gold and 1 Wool.

Take a Character Action with 1/2 Action Points.

You may move your Architect from one space to an adjacent
You may move your Merchant from one space to an adjacen

spag
[ SP3

Gain 1/2 Food.

Gain 2/3 Gold.

Take a King Action with 1/2 Action Points.

Gain 2/3 Victory Points.

You may move your Merchant from one space
to an adjacent space once/twice.

You may move your Merchant from one space to an adjacen
If your Merchant is in a Town where you do not have a Ho
and there is an empty House space available, you may p

a House where your Merchant is. You may perform thos
Actions in any order and decide to use just part of this bor

[ spa
Ise
ace

a)

-

\US.

3ODFH +RXVH ZKHUH \RXU OHUFKD(

D W

this Character tile if your Merchant is in a Town where you do not

already have a Houmed there is an empty House space avail

able.
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You may move your Architect from one space
to an adjacent space once/twice.

You may move your Architect from one space to an adjacent
If your Architect is in a Town where you do not already have
and there is an empty Pillar space available, you may place
where your Architect is. You may perform those Actions in
order and decide to use just a part of this bonus.

space.
A Pillar
a Pillar
any

3ODFH 3LOODU ZKHUH \RXU $UFKL)
this Character tile if your Architect is in a Town where you d
already have a Pillar and there is an empty Pillar space ava

N HFW
D not
ilable.

Gain 1/2 Stone.

7TKHUH DUH GLITHUHQW &UHVWV UHSUH)
and they can be found on both Bonus and Contract tiles. Rerminder:
You may only have one of each Crest anywhere on your Player
board. You may never take a Crest you already possess.

Pay 1/3/5/7/8 identical Resources
to gain 1/3/6/10/13 Victory Points.

26
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Pay 2/3/9 Iron to gain 2/4/17 Victory Points.

Pay 5/7 Iron to gain 7/11 Victory Points
and advance one space on the King track.

Pay 2/3/9 Wood to gain 2/4/17 Victory Points.

Pay 5/7 Wool to gain 7/11 Victory Points
and move your Merchant from one Town to an adjacent Town.

Pay 2/3identical Resources of your choice and 2/3 Iron
to gain 5/8 Victory Points.

Pay 2/3identical Resources of your choice and 2/3 Wool
to gain 5/8 Victory Points.

Pay the indicated combination of Iron and Wool
to gain 2/6/12 Victory Points.

Pay 3/5 Wool and 3/5 Iron to gain 9/16 Victory Points
and take a Character Action with 1 Action Point.

APPENDIX
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Score Victory Points for each set of 1 House and 1 Pillar
you have on the map.

6FRUH 9LFWRU\ 3RLQWYV IRU HDFK

VHW

on your Player board and 1 Cathedral tile in your possessjon.

6FRUH 9LFWRU\ 3RLQWYV IRU HOFK 1X

on your Player board.

This is a special tile that needs to be scored before resetting the King track!
Score the total Victory Points from this tile and those printed on the board,

and

then score Victory Points according to your position on the King track. (This is
not a multiplier.) It is possible to lose Victory Points when this tile is evalpated.

6FRUH 9LFWRU\ 3RLQWYV IRU HDFK
and 1 Crest on your Player board.

Score Victory Points for each House you have on the map.

VHW

6FRUH 9LFWRU\ 3RLQWYV IRU HDFK &KDUD
Buildings (regardless of whether the Building is complete of not).

Score Victory Points for each Crest tile on your Player board.

Score Victory Points for each Pillar you have on the map.

28
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Score Victory Points for each Building on your Player board
LV FRPSOHWHO\ AOOHG ZLWK &KDUD
Completed or not).

that |
FW

Score Victory Points for each Cathedral tile in your posses

s5ion.

Towns include a number of spaces for player Houses. Some
are only available in games with “3+” or “4” players.

spac

Road spaces. Your Merchants and Architects must count t
spaces when moving, but cannot place Houses or Pillars |

nese
nere.

After building a House on a space with this symbol, immedi

select one of your Buildings (regardless of whether it is Coni

or not) that includes at least one Character, and receive ¢

Character bonus once. You may receive the bonuses in any

and may choose to ignore the bonuses provided by some ol
the Characters in the Building.

ately
plete
ach
orde
all of

After building a House on a space with this symbol,
immediately gain the depicted number of Victory Points

Pillar space. You cannot place a Pillar at the Cathedral in thg
containing this tile

during this game.

2 To

, since that Cathedral will not be bjuilt

Bonus tile spaces. Any space with a number is only used in
with a player count equal to or higher than the number. (In ¢
words, do not place Bonus tiles there with lower player cou

game
ther
nts.)
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Pay 6 Food. Place a House from your supply ontdcaviy
on the map. There must be an available House space in the
Town, and you cannot place the House in a Town that alreaq
one of your Houses.

chosen
jy has

Pay 6 Food. Place a Pillar from your supply ontQathedral
on the map. There must be an available Pillar space at the
Cathedral, and you cannot place the Pillar
at a Cathedral that already has one of your Pillars.

chosen

Pay 5 Food. Move your Merchant to any space on the m3

Ap.

Pay 4 Food. Move your Architect to any space on the mapp.

Pay 3 Food. Gain any 2 Resources.

Pay 2 Food. Gain 5 Victory Points.
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